summer sun 


pressun press 


l. introduction 


Midwest Mysteries module for a forest adventure. A deck of playing cards is required for play. 


2. setup 


Place all fifty-two cards face-down on the table in 
a four by thirteen grid. 


3. play 
Place tokens or figures representing characters in 


the four corners of the grid and flip over those 
cards. Players may move one card per round. 


Use charts to determine scenario when 
cards are flipped up. 


easy tricky | hard wicked 
A & + v 
1 2 3 4 


3.1. 4 - easy 


3.1.1. @ - ace 


You see a trail of leading off of the path, 
do you follow it? 


1 2 3 4 
Blood Entrails Hair Bile 


Yes: A disembodied hand is clutching [Item]. 


No: You step back into a figure standing behind 
you. In its shadow on the ground, you see claws 
reaching for you. How do you get away? 


Success: You get away unscathed but the 
creature might still be following. 


Fail: A claw takes a swipe, where does it 
damage you? 


3.1.2. @ - two 


You trip over the body of a , do you in- 
spect it? 
1 2 3 4 
Feral Hog Counselor Wolf Bear 


Feral Hog: This animal appears to have been 
butchered and is missing their fattier meats. 


Counselor: This person looks butchered. The 
fatty meats are gone. You do not recognize them. 


Wolf: This animal appears to have been shot with 
a gun in the hind quarters and has bled out. 


Bear: This animal appears to have been shot with 
a gun in the hind quarters and has bled out. 


3.1.3. @ - three 


You see a bear with two cubs while walking on a 
forest trail. How do you avoid detection? 


Success: The bear passes without noticing you. 
Fail: The bear growls. What do you do? 

Flee (Tricky): What’s your escape plan? 
Success: You make it to back to 
safety without any injury. 

Fail: Where are you bit before you 
get away? 

Scare (Hard): How do you intimidate? 


Success: The bear backs up along 
with the cubs until it is out of sight. 


Fail: Where are you bit before you 
get away? 
Fight (Wicked): Where do you strike? 


Success: You kill the bear. The cubs 
look confused as to why the bear is 
not moving as you leave. 


Fail: Where are you bit before you 
get away? 


3.1.4. @ - four 


The wind kicks up around you. You notice large 
fallen branches suspended above your head begin 
to fall down toward you. How do you avoid 
them? 


Success: The branch crashes next to you and 
splinters fly harmlessly. 


Fail: Where does the branch hit you when it falls? 


3.15. @ - five 


You hear a click and look down as a leg trap is 
about to spring on your ankle. What do you do? 


Success: You narrowly get your foot out of the 
trap before it clamps down. 


Fail: Your ankle is caught in the rusty teeth of the 
trap. Pain shrieks up your leg as you fall over. 
You are stuck here till you can escape (Roll over 
current damage) but you could easily make things 
worse (Infict more damage) in the attempt. 


3.16. @ - six 


You see a fork in the road with one path well trod- 
den and one less traveled. Which do you take? 


Well Trodden: Move one card vertically. 


Less Traveled: Move one card horizontally and 
gain notches equal to its value. 


3.1.7. @ - seven 


You stumble upon the remains of an abandoned 
log cabin. You hear the sound of something fall- 
ing over within its crumbling walls. Do you take 
a look inside? 


No You turn on your heel and walk away. You 
have a sneaking suspicion you are being watched. 
Look Back: You think you see a shaking in 
a nearby bush, but it could just be the wind. 
Look In Bush: A raccoon hisses at 

you and scurries off. 


Yes You enter the dark cabin to find animals have 
torn up the interior. Feces and broken furniture 
are strewn on the floor. A raccoon locks eyes 
with you, bears its fangs, then jumps out of the 
nearest broken window. There doesn’t seem to be 
anything useful in the cabin. 

Check Under Floorboards: The floorboards 

are easily pried open revealing a adult hu- 

man skeleton holding a rusty machete. 


3.1.8. 4 - eight 


You find the words written in on 
1 "they are hungry" ink paper 
2 "they look like us" paint stone 
3 | "they are not human" blood skin 
4 "they lie to you" pigment | alog 


3.1.9. A - nine 


The smell of skunk blows in, would you like to 
try to follow it? 


No: A man in a tie-dye shirt, marijuana joint dan- 
gling from his mouth and bright red eyes comes 
from the bushes with a pistol. He screams: 

"Are youthe__—?!" 


1 2 3 4 
Police | Cannibals | Aliens 


Communists 


What do you say? 


No: He says: "I am too paranoid." while 
dropping the lit joint on the ground, and re- 
turning to the woods. 


Smoke Joint: Add ’Stoned’ to charac- 
ter sheet. 


Yes: He starts firing with his eyes closed. 
How do you avoid his shots? 


Success: He misses every shot till he 
is out of ammunition. He flees while 
screaming: "I did nothing wrong!" 


Fail: Where does a bullet strike you 
before the man flees? 


Yes: You find a man in a tie-dye shirt puffing a 
marijuana joint, he asks "Is there free will?" and 
offers you the joint. 


No: He says "I knew you’de say that, man. 
It’s like we’re all being controlled by some- 
thing or someone, you know?" He walks 
away without another word. 


Yes: He says "I knew you’de say that, man. 
That’s what ’they’ want you to believe.’ He 
walks away without another word. 


Smoke Joint: Add the character trait 
’ Stoned’ to character sheet. 


3.1.10. 4 


You see a granite altar with two lit candles on it. 
Runes are inscribed in the side. One candle goes 
out when you approach, do you re-light it? 


- ten 


Yes: You feel at peace with yourself as you relight 
the candle. (Gain one notch) 


No: You leave feeling cold and lost. 


Destroy Altar: Storm clouds blow in quickly. 
The wind kicks up around you. A streak of light- 
ning strikes the altar. How do you evade the 
pieces of the altar hurling at you? 


Success: Storm clouds clear around you. 


Fail: Where do you pick out stones from? 


3.1.11. 4 


A slightly rusty axe with a white ash handle is 
sunk into a tree stump. Do you take it? 


- jack 


No: You leave without incident 


Yes: A voice comes from the tree line: "THIEF!" 
How do you react? 


Flee (Tricky): How do you escape? 
Success: You leave with your axe. 


Fail: What do you trip when you fall 
and lose the axe down a ravine? 
Fight: Where do you strike? 


Success: Where does blood spray? 

Fail: Where does his axe strike you? 
Talk (Wicked): How do you calm the man? 

Success: He walks away, muttering. 


Fail: The man snatches the axe and 
curses you in his native language be- 
fore walking away. 


Drop Axe: The man takes it and leaves. 


3.1.12. 4 


You encounter another counselor you’ve met once 
before tied to a tree with heavy ropes. Do you at- 
tempt to free them? 


- queen 


No: You walk away listening to the counselor’s 
screams and pleas for help. 


Yes: How do you free them? 


Success: You free the counselor from the 
ropes and gain a new ally. 


Fail: How do you hurt yourself in the at- 
tempt? Tears well up in the counselor’s 
face as you fail to free them from bondage. 
You may keep attempting (Roll over current 
damage) but you may keep getting injured. 


3.1.13. 4 


A child’s scream comes from inside of a nearby 
cabin. The door is locked but the windows look 
breakable. Do you try to free the child? 


- king 


No: You keep walking as the screams fade. 
Yes: How do you try to get into this cabin? 


Success: You get yourself in with little 
trouble. You untie the child. 


Fail: How do you hurt yourself on the way 
in? You untie the child. 


3.2. % - tricky 


3.2.1. % 


You walk feeling watched. Suddenly a pale figure 
appears from behind a tree and reaches for you 
with bloody claws. How do you react? 


- ace 


Flee: How do you attempt to escape? 


Success: As you get away the sounds of it’s 
footfalls grows softer and softer until it is 
dead silent. 


Fail: Where do one of the claws strike you 
before you get away? 


Fight: Where do you strike the creature? 


Success: Surprised at your resolve for vio- 
lence, the creature flees till it disappears. 


Fail: Where are you hit when it flees? 


Other: You blink and the creature is gone. You 
must be seeing things. 


3.2.2. % 


You find weather-worn children’s clothes which 
do not match the uniforms the summer campers 
wear. Do you inspect the clothes? 


- two 


No: You walk away from the grim scene. 


Yes: You see the child’s bones are still within the 
clothes but the skull is missing. 
Bury Bones: You hear a "Thank You" come 
from behind you but when you turn there is 
no one there. (Gain one notch) 


3.2.3. %& 


You see a wolf caught in a small leg trap. Do you 
attempt to help even if you might get bit? 


- three 


No: You walk till the whimpers fade away. 


Yes: How do you avoid getting bit while freeing 
the wolf? 


Success: After some close calls, you get the 
trap off and the wolf limps away without at- 
tacking you. (Gain one notch) 


Fail: Where does the wolf’s sink teeth into 
you when you get the trap off? (Gain one 
notch) 


3.2.4. % 


A crumbling wooden bridge spans over a river 
you want to cross. It’s near to the water and prob- 
ably not lethal if you were to fall off but it would 
hurt. You need to get across this river. Do you at- 
tempt to cross? 


- four 


No: You head back the way you came. (Return to 
a previous card) 


Yes: Despite its appearance, the bridge is actually 
pretty stable as you make it across with no issue. 


3.2.5. % 


You feel a rope tighten around your ankle as you 
are pulled upside down by a human-sized snare. 
How do you get yourself down? 


- five 


Success: You land sorely on your back but are 
mostly unharmed other than a bit of rope burn. 


Fail: How do you hurt yourself on the way down? 


3.2.6. % 


You approach a fork in the path. One way looks 
like an animal trail, the other looks like a hiking 
trail. Which do you take? 


- six 


Animal Trail: 
You see a pass by as you walk. (Go to any 
adjacent card) 


1 2 3 4 
Wolf 


Feral Hog Deer Bear 


Hiking Trail: You walk in a loop and come back 
to the same fork in the road. You figure out your 
mistake and continue on. 


3.2.7. & 


You hear the shouting of people in the treeline. 
Do you want to see what’s going on? 


- seven 


No: You hear a distant gunshot as you walk away. 


Yes: Two identical women seem to be wrestling 
over a single-shot shotgun which, in the struggle, 
ends up at your feet. What do you do? 


Pick Up Gun: Both women tell you the 
other woman is an impostor and to shoot 
her. You have one shot in the shotgun. One 
has a scratched and bloody face. The other 
has dark bruising on her face and wrists. 
What do you do? 


Attack Scratched Woman: You 
watch the life fade from her eyes as 
she mouths "Why?" to you as she 
falls over. You catch a glimpse of a 
smile and a wink from the other 
woman as she escapes into the 
woods. 


Attack Bruised Woman: Black 
blood sprays as when you hit, caus- 
ing the creature to stumble back- 
wards. It’s eyes turn black as it lets 
out an ear piercing scream which 
makes you cover your ears. It es- 
capes into the woods with inhuman 
speed. The scratched woman says: 
"Thank you, that thing killed my sis- 
ter" before following the creature, 
leaving you behind. 
Other: You watch as claws emerge from 
the bruised woman to slash the throat of the 
other. In your shock you can’t help but 
watch as the creature escapes into the 
woods. 


3.2.8. & - eight 


As you walk you see , a sign to stay away. 
1 Human and animal heads on stakes 
2 | Legless corpses strung up in tree branches. 
3 Entrails which create a straight line 
4 Piles of blood-stained human clothes 


3.2.9. % 


A man wearing furs and carrying a bow ap- 
proaches you. He asks you: "Do you have any 
marijuana?" 


- nine 


No: "Dammit" he curses as he walks away. 
No (Lie): Fine, keep your ditch weed. 


Yes: Would you care to trade for these [1d6] shot- 
gun shells? 


No: "Fair enough." He shrugs as he walks 
away. 
Yes: He smiles as you trade and wishes you 
well before he walks away. 
Yes (Lie): "Don’t lie to me!" He yells, pulling 
pointing his bow and arrow at you. 
Fight (Hard): How do you not get hit? 
Success: Where do you strike the 
killing blow? 


Fail: Where do you get hit before the 

man takes your weed and gets away? 
Talk: "You’re not even worth talking to." 
He scoffs as he walks away. 


Flee: "Now git gone!" He hollers as you 
run away. 


3.2.10. % 


An effigy made of woven twigs stands before you. 
It is your same stature and is wearing identical 
clothes. How do you react? 


- ten 


Destruction: You begin to feel a paranoid feeling 
like something is standing behind you. It’s almost 
as if something is breathing down your neck. 
When you look, there is always nothing there. 
(Add ’ Anxious’ as a character trait) 


Offering: You feel empowered as you walk away. 
(Gain one notch) 


Offering Of Blood: You feel a rush of energy as 
you imbue this effigy with blood. (Gain one notch 
for each point of damage inflicted) 


Other: You walk away with a sneaking suspicion 
you are being followed. 


3.2.11. & 


An old woman in a patchwork cloak approaches 
you in the woods. She carries a well-worn staff 
and a smile from ear to ear. How damaged do 
you look? 


- jack 


Hurt: "I have something to fix you right up" She 
says warmly, holding out a small vial to give you. 
Do you drink it? 


No: "No problem, just trying to help" She 
says, walking away. 


Yes: The woman is gone but you feel com- 
pletely refreshed. (Heal all damage but lose 
all notches) 


Try To Keep It: The vial and woman have 
mysteriously vanished without a trace. 


Pretend To Drink: You hear cackling 
laughter in the distance as the vial and 
woman are nowhere to be found. 


Unharmed: "Try to keep your skin intact, it may 
be useful to someone else." She cackles as she re- 
turns to the woods. 


3.2.12. & 


A counselor is tied up by the wrists on a nearby 
tree branch. A pack of [2d4] wolves jump to get a 
bite of flesh as legs kick and dangle. Do you help 
them get down? 


- queen 


No: The counselor begs you to come back as you 
walk away. Barks and screams can be heard for a 
long while before silence returns. 


Yes: Do you scare the wolves away first? 


No: You untie the ropes and the counselor 
falls into the pack of wolves. Do you help 
them get away from the wolves? 


No: You hear the sound of skin and 
muscle tearing as you leave. 


Yes: How do you help? 


Success: You escape 
wolves and gain a new ally. 


the 


Fail: What are the counselors 
final words? 


Yes: How do you scare them away? 
Success: You scare the wolves and 
gain a new ally. 


Fail: Where do the wolves bite you 
before you escape with the coun- 
selor.? 


3.2.13. # - king 


You find a cabin in the woods. The boards look 
old but it doesn’t look overgrown. Do you want 
to take a look inside? 


No: You continue on without looking back. 


Yes: It is clean inside without any dust. There is a 
well-made bed, stone fireplace, wool rug, and 
small wooden table by the bed. Is there anything 
you wanted to look at? 


No: You leave and continue on. 


Bed: The faint hint of urine hits your nose 
when you near the bed. It seems to be a 
hardwood child’s bed with a handmade 
quilt on top of it. 


Closer Inspection: You find a large 
wet spot underneath the quilt. This 
could be bed-wetting or something 
might have scared this child. 


Table: Small eye-glasses on the nightstand. 


Fireplace: The fireplace looks like it has 
been used within the last week. 


Place Hand In Fireplace: You feel 
the faint hint of warmth from some 
faintly smoldering coals. 


Rug: Seems to be a hand-woven wool rug 
with a simple geometric pattern. 
Move Rug: A small trapdoor lies be- 
neath the rug. Do you go down? 


No: Something is not right here 
and you want to leave. 


Yes: Curiosity gets the better of 
you and you head into the 
darkness. You hear a scream 
and see the flash of a knife 
coming toward you, how do 
you prevent getting stabbed? 


Success: You avoid the 
knife and in the light you 
see a summer camp child 
without his glasses, 
holding a knife, pants 
soaked. Without glasses 
you looked like some- 
thing scary. After the 
child calms down you 
leave together. 

Fail: Where does the 
knife stab before the 
child realizes you are not 
a threat? 


3.3. + - hard 


3.3.1. + 


A woman approaches you and asks: " 


- ace 


Do you travel alone? 


Are you traveling unarmed? 
Do I look ugly? 
Are you hunting here? 


Do you eat meat? 


DW) NM BW] WN] eS 


Do you seek children? 


No: "See you around then." She says as she flicks 
her hair and walks away. 


Yes: The woman’s teeth turn into fangs and bite 
toward you. How do you defend yourself? 


Success: You move with resolve and shock 
the creature enough to flee out of sight. 


Fail: Where do the fangs pierce you before 
the creature runs away? 


Fight: You catch the creature by surprise and it 
flees with inhuman speed. 


3.3.2. + 


You pass by a woman’s corpse, she appears to 
have been skinned. 


- two 


Closer Inspection: This woman was likely 
skinned recently since no animals have 
touched this corpse. 


3.3.3. @ - three 

You seea___ dog nearby as you walk. 
1 Fluffy 
2 Skinny 
3 Small 
4 Big 
5 Black 
6 Shaggy 


Friendly: You gain an ally. 


Ignore: The dog follows you. 
Friendly: You gain an ally. 


Other: The dog snarls and runs away. 


3.3.4. + 


You hear the unmistakable sound of cracking 
wood as you see a nearby dead tree is falling in 
your direction. How do you avoid it? 


- four 


Success: The tree falls dangerously close but you 
remain unharmed. 


Fail: Where does the tree fall on you? 


3.3.5. + 


A picnic basket sits on a stump. Do you grab it? 


- five 


No: You walk away as your stomach grumbles 
from lack of food. (Gain 1 notch) 


Yes: As you approach you feel your footing give 
out from under you. You are falling into a hole, 
how do you catch yourself? 


Success: You catch yourself and climb out. 
Fail: Where do the spears at the bottom of 


the pit stab you? 
3.3.6. + 


You reach a fork in the road. One continues on 
your current path, the other through a meadow. 


- six 


Trail: You continue you on your path. (Move one 
adjacent card) 


Meadow: You see indents left into the grass and 
flowers in this meadow. Almost as if something 
large landed here at one time. 
Closer Inspection: You notice how not a 
single flower stem has been broken. If you 
had to guess, something shaped like a 
saucer landed here at some point. 


3.3.7. + 


Multiple adult screams come from one direction 
and a child’s scream coming from the opposite di- 
rection. Which direction do you go? 


- seven 


Ignore: You continue till the screams fade away. 


Child: As you run, you realize the scream is get- 
ting farther away until you are completely lost. 
The screaming dies down as abruptly as it came, 
you begin to feel like this could be a trap. You 
spin around to try to figure out where you are 
when the nails of a pale claw swipe for you face. 
How do you retaliate? 


Success: You make it to the trail unharmed. 


Fail: Where do you get struck before you 
flee back your your original trail? 


Adults: You wander till you find someone else. 
(Move to or stay on a card with another character) 


3.3.8. + 


You find a wooden picket sign laying on the 
ground which says " " 


- eight 


1 LIBERATE ALL WAGE SLAVES 
2 EAT ALL LANDLORDS NOW 
3IBIG GOVERNMENT NO CORPORATIONS 
4 4/20 INSIDE JOB 
5 TAKE MEANS OF DEDUCTION 
6 FREE SPEECH IS VIOLENCE 
3.3.9. @ - nine 


You see an old woman in ratty police uniform, in- 
cluding the hat, laying on the ground. What do 
you do? 
Ignore: You continue you on your path. 
Approach: As you come closer her hand drops 
and she takes her last breath, a loaded revolver 
falling to the ground. 
Inspect Pockets: You find no badge, identifi- 
cation or anything else. 


3.3.10. + 


You hear chanting in the distance. Do you follow 
the sound? 


- ten 


No: You stray from the sound but find you walked 
right into it. A circle of dark robed stand in a cir- 
cle holding hands. In a single moment all of the 
robes fall as if no one was in them and the chant- 
ing stops. 

Yes: You try to find a source but the chanting ends 
before you can find it. 


3.3.11. + 


Embedded into a nearby tree you see a hatchet 
with a handle made from a human thigh. Do you 
take it? 


No: You leave the strange object right where it is 
and continue on. 


- jack 


Yes: You pull the hatchet from the tree and feel a 
change. Your hatchet is thirsty. (Gain one notch 
for each kill with this weapon) 


3.3.12. + 


You accidentally sneak up on camp counselor. 
How do you dodge their shovel before they real- 
ize who you are? 


- queen 


Success: Gain one ally. 


Fail: Where are you hit? Gain one ally. 


3.3.13. ¢ - king 


A child screams from a burning cabin. Do you at- 
tempt a rescue? 


No: You walk away as the sound of fire drowns 
out the screams. 


Yes: The windows are boarded up and the door is 
closed. Which way would you like to enter? 


Door - Handle: You attempt to turn the 
locked door handle and burn your hand 
slightly from the heat. (Receive | damage) 


Door - Force: How do you try to break 
through the door? 


Fail: The door withstands your abuse 
and the roof collapses on the cabin, 
instantly snuffing all screaming. 


Success: You burst through the door. 
The rush of air causes flames to shoot 
out at you. You involuntarily piss 
yourself as you enter the burning 
building. The child is tied to a chair 
nailed to the floor. Do you want to 
deal with the ropes or the nails? 


Leave: You escape as the fire 
drowns out the screams. 


Rope - Untie (Wicked): 


Success: You untie the 
ropes just in time to 
leave before the roof col- 
lapses. 


Fail: A roof beam falls 
on you Do you want to 
prevent it from hitting 
the child? 


Success: You de- 
flect the beam and 
fire burns the 
ropes enough for 
you to break them 
and leave the 


Rope - Cut (Tricky): 
How do you cut the 
ropes? 


Success: You cut 
the ropes and pull 
the child out. 


Fail: A roof beam 
falls on you while 
trying to cut the 
ropes. How do 
you prevent it 
from crushing you 
and the child? 


Success: 

You deflect 
the beam 
while fire 
burns the 


ropes 
enough for 
you to break 
them and 
leave. 

Fail: What 


are your last 
words as the 


cabin col- 
lapses on 
both of you? 


Nails: How do you free 
the chair from the floor? 


Success: You free 
the chair and drag 
it and the tied-up 
kid out of the 
cabin door. 


Fail: What are 
your last words as 
the cabin collapses 
on both of you? 


cabin. 


Fail: What are 
your last words as 
the cabin collapses 
on both of you? 


Window: How do you go through the 
boarded window? 


Success: You break through 
the window as flames shoot out 
which make you piss yourself. 
You untie the child and pull 
them out. 


Fail: The window holds while 
the roof collapses, snuffing all 
screaming. 


3.4. v - wicked 


3.4.1. v 


The hair on the back of your neck raises as you 
walk down the trail. Do you look around? 


- one 


No: You feel female hands wrap around your 
stomach from behind. In a flash you see they 
have turned to claws. How do you get away? 


Success: You break free but when you look 
around the woman is nowhere to be found. 
Fail: Where are you slashed before the 
woman disappears? 


Yes: You prepare yourself and spin around to see 
a woman standing behind you. She is covered in 
blood and may be bleeding. 
Fight (Hard): 
How do you look when you attack? 
Success: Your resolve for violence 
surprises the woman and she flees. 


Fail: The creature expected your re- 
taliation. Where do fangs pierce you 
before the creature flees? 


Talk: What do you say to the woman? 
Question: She winks and disappears. 


Statement: The woman laughs at 
you and walks behind a tree. Do you 
look behind the tree? 


Yes: You find nothing behind 
the tree, not even a blood trail. 


No: You leave feeling watched. 


Flee (Easy): How do you look as you run 
away? 


Success: You run on the trail until 
you feel like you are no longer 
watched. 


Fail: You feel like something is con- 
stantly stalking you. (Add ’Paranoid’ 
as a character trait) 


3.4.2. v 
You find a man bleeding out. Do you help? 


- two 


No: You hear a wet cough as you walk away. 
Yes: How do you help? 


Success: You stop the bleeding but it is too 
late for this man. He looks at you fondly in 
in his last moments. 


Fail: It is far too late to help and the man 
coughs with his last breath. 


3.4.3. v 


Three raccoons stand on your path, they seem un- 
willing to leave. 


Go Around: 


Success: You avoid the raccoons without 
incident. 


- three 


Fail: You get lost and turned around. (Move 
to a previous card) 


Fight: How do attack multiple raccoons? 


Success: Your wild attacks scare the rac- 
coons off the path. 


Fail: Where are you bit before the raccoons 
flee with some of your flesh? 


Talk: What do you say to the raccoons? 


Nice: The raccoons make way to let you 
pass. 


Other: The raccoons snarl at you as you 
walk past them. 


Toll: How do you approach when giving the rac- 
coons a gift? 


Calmly: The raccoons take your gift, and 
walk away. 


Other: The raccoons snarl at you before 
taking the gift and leaving. 


3.4.4. ¥ 


A root may cause you to trip into a thorny bush. 
How do you prevent injury? 


- four 


Success: You avoid the bush and continue 
on your way. 


Fail: How do you injure yourself? 


3.4.5. 4 


You trigger a trip wire and a large rock falls from 
above you. How do you avoid it? 


- five 


Success: You avoid injury and continue on 
the path. 


Fail: Where are you hit by the rock? 


3.4.6. ¥ 


You see an unmarked trail which seems to head in 
the direction you want to go, do you follow it? 


- six 


No: You continue on. 


Yes: You follow the shortcut. (Move to one adja- 
cent card) 


3.4.7. 4 


You see fabric stuck on a tree which matches a 
camp counselor’s uniform. Do you follow it? 


- seven 


No: You continue on your path. 


Yes: You follow it till you find someone. (Move to 
the same card as closest player character) 


3.4.8. v 


You see orange flag markers used by the local 
search and rescue team while looking for missing 
people. 


- eight 


Inspect: These flags appear faded from be- 
ing in the weather, probably since winter. 


3.4.9. v 


You see a humanoid silhouette stumbling toward 
you. How do you act? 


- nine 


Approach: The man walks past you, obviously 
drunk, with a small smile and a wave. 


Avoid: How do you attempt to get away? 


Success: You dart into the woods and avoid 
an incident. 


Fail: The man, offended, screams at you 
drunkenly as you obviously try to avoid 
him. "I don’t smell, dammit!" 


Talk: The drunken man is incoherent with his 
slurred responses. He walks away when he real- 
izes you can’t understand him. 


Fight (Easy): How do you strike? 
Success: You attack the drunken man, he 
falls over and cracks his skull on a nearby 
rock. He is no longer breathing. 
Fail: The drunken man dodges your attack. 


Where does he punch you before continu- 
ing down the trail? 


3.4.10. ¥ 


You see a circular, barren patch of land sur- 
rounded by tall grass. This may be a ’Fairy Cir- 
cle, how do you act? 


- ten 


Leave: You leave without incident. 


Offering: You feel like luck is on your side. (Add 
"Lucky" as a character trait. Character may spend 
one notch to re-roll one die.) 


-10- 


3.4.11. v - jack 
You find a . Probably made by a summer 
camp kid. 
1 Tie-dye shirt in your size 
2 Braided friendship bracelet 
3 Origami ninja star 
4 Painted rock 
3.4.12. v - queen 


You see a man with a bloody claw about to strike 
a camp counselor’s throat, how do you act? 


Flee: You hear the gurgling of the counselor as 
you go away. 
Fight: How do you attack? 
Success: Outnumbered, the creature flees 
into the trees. You gain one ally. 
Fail: The creature slashes the throat of the 
counselor and flees into the trees. 
Talk: The creature ignores you and slashes the 


throat of the counselor before disappearing in the 
tree line. 


3.4.13. ¥ 


A man with bloody fangs stands before the door 
of a cabin. A child is screaming from the inside. 
This man lunges for you violently. How do you 
react? 


Flee (Hard): 


Success: You evade the creature but do not 
know how to get back to the cabin from 
here. 


- king 


Fail: Where does the creature bite before 
you can get away? You evade the creature 
but do not know how to get back to the 
cabin from here. 


Fight: How do you look when you attack? 


Success: You scare away the creature and 
untie the child. 


Fail: Where are you struck before the crea- 
ture flees? You untie the child after the 
creature leaves. 


4. tables 


Prompts when moving through flipped cards. 


4.1. encounter 


1 Creature 7 Choice 
2 Corpse 8 Message 
3 Beast 9 Vagrant 
4 Hazard 10 Totem 
5 Trap 11 Item 
6 Shortcut 12 Counselor 
4.1.1. creature 
1 Eat 4 Speed 
2 Claw 5 Stalking 
3 Teeth 6 Impostor 
4.1.2. corpse 
1 Creature 3 Camper 
2 Vagrant 4 Counselor 
4.1.3. beast 
1 Raccoon Bear 
2 Feral Hog 5 Deer 
3 Wolf 6 Dog 
4.1.4. hazard 
1 Rock 5 Grass 
2 Vine 6 Bridge 
3 Root 7 Hole 
4 Thorns 8 Water 
4.1.5. trap 
1 Pitfall 3 Deadfall 
2 Snare 4 Leg Trap 
4.1.6. shortcut 
Odd Loop 
Even Shortcut 


-11- 


4.1.7. choice 


1 Resource Help 

2 Ambush Plea 
4.1.8. message 

1 Warning 3 Clue 

2 Creepy Oddity 
4.1.9. vagrant 

1 Drunk 3 Squatter 

2 Outlaw Hunter 
4.1.10. totem 

1 Eldritch 3 Primitive 

2 Druidic Alien 
4.1.11. item 

1 Rock 6 Machete 

2 Pitchfork 7 Axe 

3 Torch 8 Lighter 

4 Knife 9 Flashlight 

5 Sweater 10 Crowbar 
4.1.12. counselor 

1 Attacked 3 Lost 

2 Trapped Injured 
5. notice 


I voluntarily dedicate this work into the Public 
Domain to encourage new creations. 
Artists may: 


Use this work without restriction and for 
any purpose. 


Create copies to be shared without limit 
and for any purpose. 


Create derivative works without restric- 
tion, for any purpose, and without credit. 


Use this notice in your own work. 


